
Transform 



Lighting 



Set-up 
Rasterizer 



Data Out 



FIG. 1 
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RECEIVE REQUEST FOR MATRIX TRACKING 
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APPLICATION CHANGES MATRIX 
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RECEIVE VERTEX DATA FOR PROCESSING 
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FIG. 2 
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FIG. 3 



MAPPING EACH OF A PLURALITY OF 
IDENTIFIERS TO ONE OF A PLURALITY OF 
PARAMETERS ASSOCIATED WITH VERTEX DATA 



PROCESSING THE VERTEX DATA BY CALLING 
THE PARAMETERS UTILIZING A VERTEX 
PROGRAM 



REFERENCING THE PARAMETERS USING THE 
IDENTIFIERS 



FIG. 4 
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Vertex 

Attribute Conventional Conventional 

Register Per-vertex Conventional Component 

Number Parameter Per-vertex Parameter Command Mapping 



0 vertex position Vertex x,y,z,w 

1 vertex weights Vertex WeightEXT w,0 t <U 

2 normal Normal x,y,z,l 

3 primary color Color r,g,b,a 

4 secondary color SecondaryColorEXT r>g,b,l 

5 fog coordinate FogCoordEXT fc,0,0,l 
6 

7 

8 texture coord 0 MulnTexCoord(GLJTEXTUREO_ARB, ...) s,t,r,q 

9 texture coord 1 MulnTexCoord(GL_TEXTUREl_ARB, ...) s,t,r,q 

10 texture coord 2 Muln*TexCoord(GL_TEXTURE2_ARB, ...) s,t,r,q 

11 texture coord 3 MultiTexCoord(GLJTEXTURE3_ARB, ...) s,t,r,q 

12 texture coord 4 MultiTexCoord(GL_TEXTURE4_ARB, ...) s,U,q 

13 texture coord 5 MultiTexCoord(GL_TEXTURE5_ARB, ...) s,t,r,q 

14 texture coord 6 MultiTexCoord(GL_TEXTURE6_ARB, ...) s,t,r,q 

15 W texture coord 7 MultiTexCoord(GL_TEXTURE7_ARB, ...) s,t,r,q 
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FIG. 5 



